and Simulated Crowds", the authors propose a new approach based on machine learning to find latent path patterns in both real and simulated crowd data for analysis and comparison. Translucent objects are pervasive in cinematic environments but are difficult to simulate in real-time. "A Phenomenological Scattering Model for Order-Independent Transparency" introduces the first real-time rasterization algorithm that can simultaneously approximate a variety of transparency phenomena, including wavelength-varying transmission, translucent colored shadows, caustics, partial coverage, diffusion, and refraction.
In addition to the papers program, I3D 2016 also included posters, demonstration (demo) sessions, a games industry panel and a keynote by Hao Chen, a veteran in the gaming industry. We are extremely grateful to the IPC as well as everyone involved in the organization of the various programs that contributed to the success of the conference and its dissemination of many high quality works, ACM SIGGRAPH for the continual sponsorship, and financial supports from Activision, Intel, Microsoft, 2K, Narkii, Disney Research, and NVIDIA. Finally, we thank TVCG for continuing to provide this opportunity, which provides further exposure some of the top innovations from I3D. 
